High Rollers
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FOR THE GM:  This adventure involves coordination and engaging multiple contacts.  There is a little combat, but not much.  The GM should be keenly aware of the PC’s weaknesses.  These could unravel what would otherwise be an easy adventure.  If the PC’s need a hotel map, use the map to the Sugarland Stop Over Motel from “Da Usual Prospects”.  The only difference is, the hotel is 15 floors, has a parking garage and located in a nicer area.
Set-up:  Johnny Reevo, an up and coming soldier in your outfit, has asked you for a Tuesday lunchtime meeting with you and your associates at the Happy Beaver, a strip club at 4310 N. Torrence Ave.  (Johnny is from the adventure Deliver the Package.  If he is dead or the PC’s would never work with him, the GM may substitute another soldier with similar stats.  Johnny is friendly and charismatic.  He no longer walks with a limp.)  “Hey fellas, good to see ya,” greets Johnny.  “You guys have always helped me out in the past, now it’s my turn to return the favor.  The family is running its monthly poker game for high-rollers.  You know, the guys that got too much money?  Anyhow, we had to cancel the game last month on account of one of the gamblers bowin’ out.  We got a couple of new guys at the table, so the boss would like to have some extra security.  Plus I could use an extra hand settin’ the game up.  You help me out, I’ll make it worth your while.  What do ya say?”
Likely questions:

How much do we get paid?  “Let’s say, 5 Wealth.  But if you can bring in your own high roller, you can make more.”  (Johnny will negotiate as high as a 1 Wealth increase for each character or up to 7.)

How much do we get if we bring in a high roller?  “He has to be able to cover the 25 Wealth buy-in and, of course, he can’t be no cop.  As long as he understands the rules, you can bring anyone that can match the buy-in.  If you do that, I can cut you in for 15 Wealth.”

What kind of poker games?  “Standard stuff.  Seven card stud and Texas Hold ‘em mostly.”

Where can we find a high-roller?  “If you know somebody that’s rich and likes to gamble.  You gotta know ‘em though.  Don’t go walkin’ around askin’ people.  Give me the mook’s name.  Tell them that you will vouch for ‘em and I’ll make sure they get in.”  (NPC’s from previous adventures include Abraham Hoffman from CYA, ASAP, Paisan G from The GodRapper, the debtors from Collect da Money or some of the mooks from 100 NPC’s for your Complete Mafia Campaign.  If the PC’s have no one, they can lure in a Connection use the appropriate feat.  Police and Prison won’t work.)

Can we play in the game?  “You got that kind of money?  As long as you can cover it, sure.  I gotta warn ya, though.  The guys that play in this game know what they’re doin’.”

What exactly do we have to do?  “Run a few errands for food and whatnot, but mainly security.”

Will you provide us with weapons? “Don’t you guys have a piece?  Go get one.  I’m not a weapons guy.  I know a few.”  (Johnny Reevo can recommend any of the arms dealers from 100 NPC’s.)
When and where is the game?  “Thursday night at 9pm, but get there around 6 so we can prepare.  It’ll be at the Best of the West Hotel at 802 E. 43rd Street.”
Why do we need so much security?  “There’s lots of money.  Why do you think?”  (This is the truth, but there is more to it.  The PC’s need to beat Johnny’s Bluff check with their Sense Motive check.  Since Johnny isn’t really lying, he gets +4.  If they press him for specifics, he’ll be evasive and no longer gets the bonus.)
2nd level Charismatic Mook/3rd Level Family Associate/Wiseguy/1st level American Mafia Consigliere:  Johnny Reevo

Str: 14/+2, Int: 14/+2, Wis: 11/+0, Dex: 12/+1, Con: 12/+1, Cha: 16/+3, Defense 15, 30 HP, Attack Bonus: +5, Fort: +1, Ref: +3, Will: +2, Skills:  +12 Bluff, +4 Knowledge (streetwise), +4 Bribe, +5 Gather Information, +7 Sense Motive, +8 Exploit, +6 Hide Motive, +3 Disable Device, +5 Minor Con, +3 Destroy Evidence, +4 Drive, +8 Sense Weakness, +5 Diplomacy, +8 Intimidate, +6 Gamble, +6 Run a Brothel, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Confident, Good Earner, Legitimate Businessman, Weaknesses: Smoking Addict, Greedy, Love Addict (his wife), Magnanimous, Respect: 600, Bank: 100, Talent: Fast Talk, Know Respect, Balls, Air of Legitimacy, Wealth Bonus: +12 (Johnny is an up and coming member of the Family, but he has no problem about selling out his friends to get what he wants.)  Weapon of Choice:  Glock 17, 9mm autoloader, D2d6, 30ft range, 17 mag.

FOR THE GM:  Johnny, as usual, hasn’t told the PC’s the full story.  If the PC’s check into Johnny’s story, they need to make a DC 12 Knowledge Streetwise, DC 10 Gather Information or a DC 8 Investigated check to discover that the high roller poker game is a monthly event.  It was canceled the previous month because two of five of the high rollers backed out of the game for “personal reasons”.  If the check was made by more than 5 they’ll also know that the previous month a gang of Russians attempted to rob the game.  One of the family’s soldier’s was shot and the Russians were driven off.  The high-rollers saw the commotion and now two have quit the game permanently.  If Johnny is confronted by this information he’ll say, “I thought you knew.”
Finding a high-roller:  The PC’s should already know an NPC that can make a 25 Wealth check.  If they don’t, they can attempt to lure one of their Connections into the game.  They will need to make a Diplomacy check vs. the number they would normally need to bribe.  Additionally, they will need assurances the game is honest and that it is safe.  If the PC’s know about the previous robbery, they will have to lie.

Arriving at 6pm:  (Make the usual addiction and time-related weaknesses.  Since Johnny only said “around 6” a few minutes late or early won’t make a difference.  Anything over 30 minutes requires a DC 20 Diplomacy or a DC 18 Joke check or Johnny will insult them for 5 Respect points.)  You arrive at the Best of the West.  The hotel is a mid-level chain used by business executives for meetings and the occasional wedding or event.  The hotel staff seems blissfully unaware of the proceedings.  You find Johnny in the Penthouse Suite on the 15th floor with two other soldiers, Dom and Matty of the Magoladro Family.  (If the PC’s are not with the Magoladro Family, Dom and Matty are “on loan”. Alternatively, you can change their names or substitute two other made guys.  D&M are from the adventure, Protect the Gooch.)  Dom shakes your hand and says, “Hey, I know these guys.”  “Yeah,” says Matty, deadly series.  “I know this one.  He still owes me money.  Where’s my money?”  (Matty is just joking around, but if the PC attempts any kind of Diplomacy check, he loses 5 Respect points.  Matty will attempt to make a DC 15 Joke check, but he’ll probably miss.  Matty won’t like the same joke to be played on him.  Any PC Babe or Mob Wife that provides a home-cooked dish gets their Cooking Craft check in Respect.)
Dominic Pino (31) 2nd level Fast Mook/3rd Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Electrician”

Str: 13/+1, Int: 13/+1, Wis: 8/-1, Dex: 14/+2, Con: 13/+1, Cha: 13/+1, Defense 17, 36 HP, Attack Bonus: +5, Fort: +3, Ref: +3, Will: +2, Skills:  +5 Bluff, +5 Knowledge (streetwise), +3 Shake Down, +4 Run a Brothel, +3 Beat, +2 Sense Weakness, +3 Exploit, +3 Hide Motive, +2 Craft (Electronic), +4 Destroy Evidence, +5 Drive, +3 Sense Motive, +3 Diplomacy, +5 Intimidate, +2 Gamble, +2 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Quick Draw, Weaknesses: Low-Self Esteem, Smoking Addict Talents: Evasion, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 200, Wealth Bonus: +10 (Dom goes along with the crowd and smokes constantly.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Matty DeTrini (35) 2nd level Strong Mook/3rd Level Family Associate/Wiseguy/1st level Soldier, Occupation:  “Electrician”

Str: 15/+2, Int: 13/+1, Wis: 13/+1, Dex: 10/+0, Con: 14/+2, Cha: 12/+1, Defense 15, 40 HP, Attack Bonus: +6, Fort: +5, Ref: +1, Will: +2, Skills:  +5 Bluff, +5 Knowledge (streetwise), +4 Shake Down, +3 Beat, +4 Sense Weakness, +3 Exploit, +3 Hide Motive, +6 Craft (Electronic), +4 Destroy Evidence, +1 Drive, +3 Sense Motive, +5 Diplomacy, +8 Intimidate, +4 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Personal Firearms Proficiency, Improved Brawl, Weaknesses: Oblivious to Danger, Short Fuse, Talents: Ignore Hardness, Know Respect, Balls, Absolute Loyalty, Respect: 600, Bank: 200, Wealth Bonus: +10 (Matty is fearless to a fault.  He tends to shoot first and ask questions later.) Weapon of Choice:  Beretta 93R, 9mm machine pistol, D2d6, 30ft range, 20 mag.

Preparing for the high-rollers:  “Okay, fellas,” says Johnny.  “Dom and Matty are gonna set up the table and whatnot.  Go to the front desk and make sure the high-rollers’ rooms are ready.  There should be five suites (possible up to seven, if the PC’s have their own high-rollers).  Two of my guys are very fussy about the room, so make sure it’s clean.  The rooms are under the name John Flamingo.”
The Front Desk:  The harried man at the front desk looks up from his computer as you approach.  “Can I help you?” he asks.  
If the PC’s ask what’s wrong:  “I’m sorry.  One of the guests.  He insisted he has a suite when I am sure he does not.  He was verbally abusive.”

If the PC’s ask about the rooms:  “I’m sorry, Mr. Flamingo, I only have four suites available.  There was a fifth one, but one of my customers insisted on getting a suite when he did not order one.  He was very verbally abusive.”  (and then)  “Perhaps you can go and convince him to take a double as he originally requested.  He’s in Suite 1501.”  (The man at the front desk knows who the characters are and he’d like to see them beat up Germaine Toto, an obnoxious salesman from Ohio.  He’ll make sure the police are not alerted.  If pressed, he can give the PC’s up to 4 Wealth.)
Front Desk Guy:  Naheme Apepaplon (25): 2nd level Fast Mook/1st level Mook: 

Str: 10/+0, Int: 11/+0, Wis: 12/+1, Dex: 16/+2, Con: 10/+0, Cha: 13/+1, Defense 12, 16 HP, Attack Bonus: +1, Fort: +2, Ref: +2, Will: +1, Skills:  +7 Bluff, +6 Exploit, +5 Knowledge (business), +5 Sense Motive, +4 Hide Motive, +5 Sense Weakness, +8 Profession, +8 Computer Use, +6 Knowledge (technology), Feats:  Simple Weapon Proficiency, Corporate Connection, Religious Connection,  Other Family Connection (Indian Family back in India), Legitimate Businessman, Weaknesses:  Dangerous Secret, Respect: 200, Bank: 0, Talent: Fast Talk, Earn, Wealth Bonus: +8 (Naheme doesn’t want any trouble.  He’s in the U.S. illegally.) Weapon of Choice:  fists.
Suite 1501:  When you knock on the door, you hear a voice on the other side.  “It’s about time.  I ordered room service like an hour ago!”  When the door opens, you see an overweight guy in glasses standing there in his underwear.  “Who the Hell are you?” he demands.  (Germaine must make an immediate weakness check if the PC’s do anything but back down to him.  Anyone that placates Germaine loses 10 points of Respect immediately.  He’s a jerk and gets by, by intimidating people in his office.  As long as the PC’s don’t kill or horribly maim him, no one will help Germaine.  The PC’s need to make a Destroy Evidence check vs. 15 to remove all signs of Germaine from the room.  The pool is just outside his balcony.  The PC’s need to roll at DC 14 ranged attack to get Germaine to hit the inside of the pool.  If they miss, he hits the side for 15d6 points of damage and probably dies.  Johnny sees this from the conference room and cancels the game immediately.  If the PC’s confess to their error, they lose 50 Respect points.  If the PC’s are caught and arrested, they lose an additional 50.  Naheme will roll on the PC’s if he is not silenced.)
Germaine Toto (47): 2nd level Strong Mook/5th level Mook

Str: 15/+2, Int: 10/+0, Wis: 11/+0, Dex: 12/+1, Con: 15/+2, Cha: 12/+1, Defense 14, 30 HP, Attack Bonus: +3, Fort: +3, Ref: +3, Will: +2, Skills:  +5 Bluff, +8 Intimidate, +6 Knowledge (business), +3 Sense Motive, +5 Hide Motive, +5 Bribe, +3 Sense Weakness, +6 Exploit, +4 Destroy Evidence, Feats:  Simple Weapon Proficiency, Police Connection, Media Connection, Good Earner, Corporate Connectionx3, Legitimate Businessman, Weaknesses: Aggressively Dominant, Talent:  Ignore Hardness, Improved Ignore Hardness, Earn, Respect: 620, Bank: 0, Wealth Bonus: +12 (Germaine is a bully and has bullied hotel staff all up and down the East Coast.  He’s well-connected, but all his connections are in Ohio.)  Weapon of Choice:  fists

Emergency!  When you get back to the room, you find Johnny yelling at the hotel staff.  “You morons!  How could you not have it?!  Can you believe this stupid hotel?  They don’t have any capocollo (Gabagool or spicy Italian lunch meat)!  These guys love capocollo.  Hop in your car and drive down to Terrantoto’s Deli (2010 Market Ave.).  It’s gotta be from Terrantoto’s or they’ll think we cheated them.  You only got about twenty minutes.  Here’s some money.  Now go!”  There is no way you can make it from here to the hotel in evening traffic that fast unless you drive like a maniac.  (The PC’s do not have time to steal a car.  If they didn’t bring one, they’ll have to take a cab.  The cabbie will have 1d6+2 ranks in the Drive skill.  If the PC’s successfully bribe him DC 12 Bribe check, he’ll attempt to make the check on the way there and back.  The check is a DC 12 for each four minute interval.  Each success reduces the 4-minute portion of the trip to 3-minutes and each failure increases to 5 minutes.  An exact roll means there is no change.  Make two checks on the way there and two on the way back.  If he makes all checks, no problem.  Otherwise, he gets pulled over by the cops on a successful DC 15 Spot check.  The PC’s can make a second attempt to bribe him with a DC 18 Bribe check.  If successful, the cabbie must make a DC 22 Drive check to elude the cops.  If unsuccessful, the cabbie is pulled over and the PC’s are detained for an hour.  When they arrive, skip to “We gotta problem”.)
Assuming all is well continue to the next crisis:
The High-Rollers arrive:  “Nice job, fellas,” compliments Johnny.  “The high-rollers should be here soon.  We had a problem with the valet at the last hotel.  I assured the players that we would personally park their cars.  You guys go out front and make sure their cars are parked in a nice, safe spot.  I already called the front desk and they said its okay.”

Parking the Doc’s car:  Dr. Casonovich arrives in a new Mercedes.  It’s white.  “Thank you,” he says as he hands you the keys.  “Listen, do you think I could get some female entertainment sent to my room?  I’d appreciate it.”  The good doctor offers you 5 Wealth.  (In order to secure female entertainment for Dr. C., the PC needs to make a DC 14 Run a Brothel check or consult with Johnny.  Either way, a girl is delivered to Dr. C’s room on the PC’s order.  If the PC is from the Jordano Family, the check is made at +4.  DC 8 Drive check is required to park the car.  On a roll of a “1” the car is damaged.)
Dr. Peter Casonovich (42):  4th level Smart Mook/4th level Mook

Str: 11/+0, Int: 16/+3, Wis: 12/+1, Dex: 12/+1, Con: 11/+0, Cha: 14/+2, Defense 15, 34 HP, Attack Bonus: +4, Fort: +3, Ref: +3, Will: +4, Skills:  +12 Treat Injury, +6 Bluff, +3 Knowledge (streetwise), +18 Sense Motive, +16 Exploit, +5 Hide Motive, +7 Bribe, +18 Sense Weakness, +16 Diplomacy, +9 Destroy Evidence, + 7 Craft (pharmaceuticals), Feats:  Simple Weapon Proficiency, Trustworthy, Personal Firearms Proficiency, Long Memory, Surgery, Good Earner, Religious Connection, Legitimate Businessman, Weaknesses: Violent Temper, Talent:  Savant (Treat Injury), Linguist, Earn, Good Rep, Respect: 750, Bank: 50, Wealth Bonus: +24 (Dr. C. loves Greek food and Greek ladies.  He works at Weiss Memorial Hospital.)  Weapon of Choice:  fists

Parking the Bishop’s car:  The next car is a fairly new Lexus and is driven by the Bishop of New Milan, Bishop Regent.  “Bless you, my son,” greets the Bishop. (The bishop loves to play cards.  He wants nothing else from the PC’s.  DC 8 Drive check is required to park the car.  On a roll of a “1” the car is damaged.)
Bishop Morris Regent (59):  4th level Dedicated Mook

Str: 11/+0, Int: 14/+2, Wis: 16/+2, Dex: 12/+1, Con: 11/+0, Cha: 11/+0, Defense 13, 18 HP, Attack Bonus: +3, Fort: +2, Ref: +1, Will: +2, Skills:  +9 Diplomacy, +6 Bluff, +5 Treat Injury, +8 Sense Motive, +6 Knowledge (business), +4 Profession, +5 Hide Motive, +7 Gamble, +4 Sense Weakness, +4 Bluff, +11 Knowledge (theology), Feats:  Simple Weapon Proficiency, Religious Connection, Long Memory, Educated, Legitimate Businessman, Weaknesses: Gambling Addict, Talent:  Skill Healing Knack, Healing Touch 1, Respect: 400, Bank: 10, Wealth Bonus: +28 (His Grace has a problem, but so far the church doesn’t know. He has an office at Saint Anthony’s Church, but a parish outside the city.)  Weapon of Choice:  fists

Parking the Anthony’s car:  The next car is a new SUV and is driven by Anthony Rogerio, a singer you’ve seen at the Atlantic City casinos.  “Hey, fellas.  What do ya say?  Here, park my car Al Capone and don’t strap no bomb to it!  Aheh-heh.” (Anthony loves to break people’s balls, but he’s just kidding.  His latest CD is on the front seat and in the player.  DC 8 Drive check is required to park the car.  On a roll of a “1” the car is damaged.)
Anthony Rogerio (38): 4th level Charismatic Mook: 

Str: 13/+1, Int: 11/+0, Wis: 12/+1, Dex: 13/+1, Con: 9/-1, Cha: 16/+3, Defense 13, 24 HP, Attack Bonus: +2, Fort: +2, Ref: +1, Will: +0, Skills:  +11 Performance (singing), +8 Performance (writing), +6 Performance (acting), +8 Bluff, +6 Exploit, +7 Seduce, +3 Sex, +5 Sense Motive, +4 Hide Motive, +5 Sense Weakness, +6 Joke, +5 Gamble, Feats:  Simple Weapon Proficiency, Corporate Connection, Media Connection, Entertainment Connection, Deceptive, Creative, Weaknesses:  Wise Ass, Respect: 400, Bank: 200, Talent: Charm, Favor, Wealth Bonus: +29 (Anthony has made a career reviving big band music that was popular in the late 40’s and early 50’s.  He likes to joke around a lot.) Weapon of Choice:  knife D1d3.

Parking Eddie’s car:  The next car is a sky blue Lamborghini Diablo. (Eddie is the one that complained about the valet last time.  DC 10 Drive check is required to park the car.  On a roll of a “1” or “2” the car is damaged.)
Eddie Dispatcho (39):  4th level Fast Mook/6thlevel Mook

Str: 11/+0, Int: 12/+1, Wis: 11/+0, Dex: 16/+3, Con: 11/+0, Cha: 12/+1, Defense 18, 39 HP, Attack Bonus: +5, Fort: +2, Ref: +5, Will: +4, Skills:  +5 Listen, +5 Spot, +8 Gamble, +5 Cheat, +11 Bluff, +10 Drive, +8 Knowledge (business), +8 Sense Motive, +5 Knowledge (current events), +6 Exploit, +5 Hide Motive, +7 Bribe, +8 Sense Weakness, +11 Diplomacy, +9 Destroy Evidence, + 11 Craft (structural), Feats:  Simple Weapon Proficiency, Brawl, Police Connection, Political Connection, Vehicle Expert, Other Family Connection (the Magoladros), Good Earner, Corporate Connection, Legitimate Businessman, Weaknesses: Gambling Addict, Talent:  Skill Evasion, Uncanny Dodge 1, Earn, Good Rep, Hire Employees, Respect: 980, Bank: 350, Wealth Bonus: +30 (Eddie has a gambling problem, but he makes enough money that he can always cover his debts.  When he needs to buy something big, however, he never has enough money.  Eddie runs several businesses, including a textile factory just outside the city.  He has had several dealings with the Magoladros over the years.)  Weapon of Choice:  fists

Parking Eddie’s car:  The next car is a red BMW M3. (This car is on loan to Frank from the TV station, so he could care less about it.  DC 8 Drive check is required to park the car.  On a roll of a “1” the car is damaged.)
Frank Donaldson (40):  4th level Smart Mook/3rd level Mook

Str: 11/+0, Int: 15/+2, Wis: 11/+0, Dex: 12/+1, Con: 14/+2, Cha: 14/+2, Defense 15, 32 HP, Attack Bonus: +4, Fort: +4, Ref: +5, Will: +5, Skills:  +7 Bluff, +8 Knowledge (business), +11 Performance (acting), +10 Drive, +5 Seduce, +6 Sex, +5 Knowledge (current events), +8 Knowledge (physical sciences), +8 Sense Motive, +5 Exploit, +5 Hide Motive, +8 Bribe, +7 Computer Use, +8 Sense Weakness, +10 Profession, +9 Make Up, +7 Diplomacy, +9 Joke, Feats:  Simple Weapon Proficiency, Athletic, Entertainment Connection, Other Family Connection (the PC’s Family), Media Connection, Good Earner, Deceptive, Corporate Connection, Legitimate Businessman, Weaknesses: Conceited*, Talent:  Savant (Performance acting), Linguist, Earn, Respect: 650, Bank: 80, Wealth Bonus: +22 (Frank is the weatherman over at WLCN.  He loves his hair.)  Weapon of Choice:  fists.

NEW WEAKNESSES:

*Conceited (Wis):  You think you’re beautiful.  And you really are!  Anyone that takes you to task on the subject forces a weakness check.  Failure means that you will attempt to prove your superior beauty in the most expedient manner possible.  (Lowering your accuser’s charisma by beating the crap out of them counts.)  You must spend the +4 Wealth points on clothes and grooming and you must spend at least 1 skill point per level on the skill “Make Up” if you are a woman.  If you are a man, you must at least have 1 rank in the skill and you will not date or have sex with anyone with less than 16 Charisma.  If anyone lowers your Charisma permanently, you must make an immediately check at -4 or the target becomes you mortal enemy.

We gotta problem:  By the time you arrive back at the hotel, the high-rollers have already arrived and are eating dinner.  Johnny sees you and pulls you aside.  “Did you fail to understand the meaning of hurry?  I wanted you morons here to park the cars.  The valet did at the last hotel and fucked it up!  Now it happened here!  Go into the lot and take the bishop’s Lexus to get fixed.  Now.”  (Anyone who was late loses 15 Respect points.  This situation may be moot if the PC’s decided to split up.)
If a car gets damaged:  One of the PC’s can drive it to the Family chop shop to have it fixed.  It will cost 12 Wealth and will take an hour.  The PC’s have no problem sneaking the car away during the game.

FOR THE GM:  The Game:  It’s difficult for anyone to significantly increase their Wealth Bonus by playing in this poker game.  Ten Gamble checks need to be made over the course of the 10-hour game.  Make a Gamble check for each gambler and high roll wins.  If the PC can win 6 Gamble checks, he increases his Wealth by 1.  If he makes at least 2, he breaks even.  If he makes 8, he increases his Wealth by 2 and if he makes all 10, he increases his Wealth by 3 and is banned from the game.

Doing Security:  Part 1:  The poker game begins and the players begin betting in the thousands right from the get-go.  The Family’s dealer is professionally dressed and the high-roller’s every whim is catered to.  During each hand, the dealer takes a percentage out as a fee.  Johnny pulls (the lead PC) aside and whispers, “Here, take these binoculars.  Go to the balcony at the end of the hall and scope out the surrounding area.  Make sure no one is watching this place.  If you see anybody, tell me immediately.”  You take the binoculars, after a short walk, you get to the balcony.  (Make a DC 20 Spot check.  Allow the PC’s to make multiple checks.)
Successful check:  You spot four men in a beaten up Corvette.  They are parked on the street near a bus stop.  They are talking and pointing at the hotel.  (If the PC’s approaches the car, it leaves.  The four men in the car don’t know about the card game.  They are considering using the facility for a gaming convention.  They are just average mooks.)
Average Mook: 1st level Fast Mook: 

Str: 13/+1, Int: 11/+0, Wis: 10/+0, Dex: 15/+2, Con: 13/+1, Cha: 12/+1, Defense 13, 9 HP, Attack Bonus: +0, Fort: +0, Ref: +1, Will: +0, Skills: +5 Bluff, +3 Diplomacy, +2 Sense Weakness, +5 Hide Motive, +2 Knowledge (Current Events), +5 Research, +3 Drive, +3 Gamble, +3 Sense Motive, +2 Intimidate, +5 Knowledge (Popular Culture), Feats:  Simple Weapon Proficiency, Focused, Run, Corporate Connection, Weaknesses:  Code of Honor (obeys the law), Respect: 50, Bank: 0, Talent: Evasion, Wealth Bonus: +5 (These gamers are in the wrong place at the wrong time.  If given the opportunity, they will tell long and boring stories about their characters.) Weapon of Choice:  fists

If the PC’s tell Johnny about the car:  “Okay, I want one of you to keep an eye on it.  The rest go down to the lobby.  Our friends at the police department will be by.  Point out the car, but try and stay out of sight.  Let them chase these guys off.  Then, after it’s done, make sure the cops get a nice sandwich or something.  Don’t let them shake you down for cash, it’s already been paid.”

The cops:  The officers arrived.  As planned, they approach the car and harass the mooks.  They pull them out of the car and interrogate them.  After a few veiled threats, the mooks get back in their car and leave.  The officers return to the lobby.  “You’re all right fellas, just a bunch of locals looking to use the hotel for a gaming convention.  Now, how ‘bout something for our trouble?”  (Tailor and Bencini are trying to subtly intimidate the characters into giving them more money.  They need to make a DC Intimidate check vs. the PC’s Intimidate check.  Because they are trying to be subtle, the PC’s get +4.  If the PC give them a sandwich, they get an additional +2.  If successful, the PC’s need to make a DC 22 Diplomacy or DC 10 Bribe.  If all this fails, they’ll take the PC’s names and run them through the system.  If any PC is within 10 points of his Suspicion threshold, they’ll take him in for questioning.  This harassment adds +5 Suspicion immediately.)
Officers Tailor and Bencini: 2nd level Tough Mook/3rd Level Cop

Str: 14/+2, Int: 10/+0, Wis: 10/+0, Dex: 14/+2, Con: 15/+3, Cha: 10/+0, Defense 15, 35 HP, Attack Bonus: +4, Fort: +4, Ref: +1, Will: +0, Skills: Gather Information +4, Investigate +4, Knowledge (streetwise) +3, Spot +6, Search +3, Listen +1, Drive +8, Feats:  Simple Weapon Proficiency, Combat Martial Arts, Personal Firearms Proficiency, Light Armor Proficiency, Toughness Weaknesses:  Greedy, Talent: Remain Conscious, Identify Family Members, Interrogate, Respect: 500, Bank: 50, Wealth Bonus: +6  (The cops in New Milan have a long history of corruption.  The lawsuits that resulted from this corruption nearly bankrupted the city, but despite that some cops are still on the take.)  Weapon of Choice:  Ruger Service-Six Revolver, .38S, D2d6, 30ft range, 6 cylinder.

Doing Security: Part II:  While Dom and Matty walk around the outside of the hotel for a while, you watch the game.  You must keep your eye out for cheaters.  Johnny wants you to catch the cheaters before anyone else does.  (Have the PC’s make five Spot checks.  They can add their cheat skill on top of that.  No one’s cheating yet, so they see nothing.)
The Bishop:  (If any of the PC’s has the weakness “Religious Guilt”, the Bishop will have already picked up on it by their behavior.  The Bishop can make a check for this weakness simply by being in the presence of a person and how they act to him.  By this time, he’s already targeted the PC with this weakness.  Otherwise, just pick a random PC that acts polite to the Bishop.)  After a close poker hand, the Bishop gets up to stretch.  He turns to (target PC) and says, “Excuse me, son.  Would you show me where the bathrooms are?”  “No problem, your Grace,” says Johnny immediately.  “Escort the Bishop to the men’s room, it’s just down the hall.”
In the bathroom:  While the Bishop washes his hands, he makes small talk.  “So, are you an avid card player?”  (PC response)  “I see.  And are you in good standing with the church?”  (If the PC responds that he is, the Bishop takes a chance on him.)  “You know, I play this game, not for myself, but for the church.  My winnings go to charity and those fellows in the room, why they’re card sharks.  They’re taking advantage of an old man like me.  A man of God.  That isn’t right.  Perhaps you would help me, help God.”  (If the PC asks how, he’ll respond.  Otherwise, he’ll drop the matter.)  “If you could just give me a signal from on High that my cards will win or lose.  God would really appreciate it.”  (Those with Religious Guilt must make an immediate check at -4.  Failure means they will help the Bishop cheat. The Bishop will attempt to Exploit the PC.   The PC must cross himself if anyone has 3 of a kind or over.  Otherwise, he should wipe his lip.)

Helping the Bishop:  It’s a key hand in the game.  The Bishop has risked almost everything, but the weatherman, on a hot streak, has matched him chip for chip.  (The PC needs to make a DC 6 Spot check to see Donaldson’s four 8’s.  The other PC’s and Johnny need to make a DC 14 Spot check to see the PC give the hand signal.  The players aren’t paying attention, so they won’t notice, but the Bishop will.  He’ll fold and stay in the game.  If he doesn’t get the signal or gets the wrong one, he’ll stay in and lose.  He’ll be out and go to the PC for a loan of 15 Wealth that he has no intention of repaying.  The Bishop already knows Johnny will not loan him money because he won’t collect on a holy man.  If no one loans the Bishop money, he’s forced to bow out of the game early.  If the PC’s decide to take the Bishop’s Lexus to pay the debt, he’ll make a huge fuss and want to call the cops.  This adds +3 Suspicion to everyone involved and +6 if the cops actually come.  The PC will have to Intimidate the Bishop or get his car back.  If they sell the car, they get 20 Wealth for it.  If Johnny spots the PC, he’ll pull him aside later and warn him not to do it again.  The PC will never be invited back to help with the game.)
Doing Security: Part III:  The game has been running for five hours.  Time for a break.  The bishop and Frank stay in the room and chat with Johnny.  Dr. Pete heads back to his room.  Eddie starts making phone calls and Anthony heads for the hotel bar.  “I want one of you to stand outside Dr. Pete’s room and escort him to and from the table.  The rest of you, keep an eye on Anthony.  He’s a little drunk.”

Anthony sings:  Anthony goes to the bar and tries to mingle with some of the other hotel guests.  He’s a bit obnoxious.  Finally, he notices the Karaoke machine and immediately walks over.  Unfortunately, the machine isn’t on, the jukebox is.  Anthony clearly wants to sing.  He starts randomly pushing the buttons of the machine.  (The PC’s can either try and talk Anthony away from bar or get the machine on.  To talk him out of the bar requires a DC 23 Diplomacy check.  Intimidation won’t work because he’s drunk and he’ll think the PC’s are kidding around.  Physically carrying him out of the bar will work.  He’ll lose respect, but the PC’s won’t.  Getting the machine on requires a DC 10 Craft (Electronics) or DC 10 Knowledge (technology) or DC 14 Computer Use.  Otherwise, they’ll need to get the manager and urge him to turn it on.  He doesn’t want to.  Karaoke Night is tomorrow.  A DC 8 Bribe, DC 14 Diplomacy or DC 10 Intimidation and he’ll turn it on.  Anthony automatically fails his Performance (singing) check and the crowd boos him.  The PC’s can save his respect by urging the crowd to clap or just cheering loudly themselves.  A DC 20 Intimidate against the crowd will also work.)
Watching the doc:  You escort Dr. Pete to his hotel room.  He goes inside anticipating a fun time.  (If the PC wants to Listen, they need to make a DC 18 Listen check.  They’ll hear the girl talking to Dr. Pete nicely and Dr. Pete making lewd comments.  Finally, they will hear the girl slap Dr. Pete.)  After a few minutes, you hear a lamp fall over and break inside the hotel room.  Dr. Pete then yells, “You stupid bitch!”  The girl inside screams.  Whatever is happening should stop immediately.  If you don’t have a copy of Dr. Pete’s key, you’ll need to break the door down or call the front desk.  That will take a while.  Suddenly, the door opens up nearby.  It’s Eddie.  His room is right next door and you remember that the balconies are relatively close together.  “What’s going on?” asks Eddie.  (To cross between the balconies, the PC needs to make a DC 8 Climb check.  If he takes ten, he automatically makes it.  Any delay in getting to the girl, however, means that the doc has given her a black eye.  The girl tries to open the door on the fourth round of combat.  If the PC makes a DC 12 Reflex check, he can grab the door before it closes.)

Inside the room:  “Get him away from me!” squeals the girl.  “He’s a sicko!”  

“Shut your mouth, you whore!” snaps the doctor.  He winds up to hit her again.  What do you do?  (The doc was set off by the girl’s squeamishness to his foot fetish.  Normally, it wouldn’t have been a problem, but he surprised her with it.  The doc requires a DC 15 Diplomacy check to give him another weakness check.  If the PC’s are from the Jordanos, they probably know the girl.  They’ll need to give her “combat pay”.  The doc has no money on him and he won’t agree to pay her unless the PC’s persuade him.  This may set off his weakness again.  Finally, as the girl leaves, she’ll mutter, “Freak”, so the doc can hear it.  He needs to make another check or he’ll lunge at her.  The guy at the front desk will be happy to cover the PC’s tracks if they helped him earlier.  He’ll come running to the room with the key if the PC’s need him.)
Doing security: Part IV:  You are watching the game.  Eddie has been steadily losing.  Frank Donaldson wins a big hand and Eddie helps him push over the chips.  (Make a DC 15 Spot check.  Anyone who succeeds notices Eddie palm two chips.  Only a whispered DC 18 Intimidation check will force him to put them back.)
The game ends:  Its 8am in the morning and the high rollers are preparing to go to their rooms and sleep.  Eddie sits with his head in his hands.  Johnny puts his hand on his shoulder and Eddie reluctantly gives him back the keys to his car.  “Mr. Dispatcho has used his car to cover his debt with us,” explains Johnny.  “One of you take the car to Zoey’s Garage.  The others make sure Mr. Dispatcho gets home safe.  Meet me back here in one hour and I’ll have your pay.”
For the GM ONLY:  Dropping off the car and Dispatcho are uneventful and the PC’s don’t have to make any checks.  However, in one hour, when they return, all Hell breaks loose.  Tailor and Bencini have decided to raid the hotel in hopes of snagging the money.  As the PC’s return to the hotel, read the following:

Returning to the hotel:  As you approach the hotel parking lot, you spot a row of police cars on a side street.  There is also a wagon.  
If the PC’s don’t call Johnny:  The hotel gets raided.  Johnny, Dom and Matty are taken in for questioning.  The money, including any PC winnings, is confiscated.  The case is extremely weak and the money disappears from the evidence room.  The family’s lawyers get it back, but it takes six months.  In the meantime, they’ll pay off anyone owed cash.

If the PC’s call Johnny and they have a car:  Johnny runs across the pool patio as the cops bust into the hotel.  He is holding a strong box as he runs.  He dives into your car.  “Go-go-go!” he shouts.  You can either try to outrun the cops by driving past them in front of the hotel or you can attempt to jump the median into a fast food parking.  You are more likely to get away this way.  (Jumping the median requires a DC 18 Drive check.  If it fails by more than 5, the car gets stuck on the median and takes 2d6 points of damage.  The PC’s can make two attempts before the cops catch up to them.  After that, they will have to make a best out of three opposing Drive check.  Failure means a best out of five.  Failure means they are cornered by the cops in their car.)
If the PC’s call Johnny and they don’t have a car:  Johnny tells the PC’s to run out back to the pool patio.  He throws the strong box into the pool so the PC’s can retrieve it.  The PC’s can then run.  They need to make a DC 10 Hide check to avoid the cops.  Johnny keeps them busy while they get away.  There is a 1 in 6 chance the characters will be mugged if they walk home with the strong box or take the subway.
2nd level Strong Mook/4th Level Family Associate/Wiseguy: Fred Samson

Str: 18/+4, Int: 10/+0, Wis: 8/-1, Dex: 12/+1, Con: 14/+2, Cha: 14/+2, Defense 15, 40 HP, Attack Bonus: +6, Fort: +5, Ref: +1, Will: +3, Skills:  +3 Bluff, +4 Knowledge (streetwise), +3 Cheat, +5 Shake Down, +5 Beat, +5 Sense Motive, +3 Exploit, +3 Hide Motive, +5 Listen, +6 Spot, +4 Minor Con, +3 Camouflage, +1 Drive, +3 Sense Motive, +2 Diplomacy, +2 Intimidate, +3 Gather Information, Feats:  Simple Weapon Proficiency, Brawl, Know Someone’s Heart, Personal Firearms Proficiency, Weaknesses:  Drug Addict, Aggressively Dominant, Respect: 510, Bank: 0, Talent: Extreme Effort, Know Respect, Balls, Wealth Bonus: +2  (Fred gets what he wants or becomes very angry and violent.  He is a meth addict.)  Weapon of Choice:  .38 Special, D2d6, 30ft, 6 in the cylinder.

The cash:  Assuming the PC’s don’t lose or take the cash, Johnny arranges for a meeting at their headquarters to divvy up the money two days later.  The PC that helped the Bishop is told that he may never participate in the poker game again.  The GM may opt to run variations on this game with other high-roller NPC’s.  A PC with Religious Guilt may end up the unwitting pawn of the Bishop, who will continue to gamble.
Awards:



Experience
Respect Points
Suspicion Index Points

Each successful skill check

100

Taking care of Germaine

200

15


+2
Killing Germaine


300

25


+5

Parking a car



10

Damaging a car


5

-5

Fixing a car



20




+1

Playing in the Game


400

-10*


+1

Bringing a High-Roller

500

10

Spotting the car


100

Following Johnny’s orders

50

1d6

Scaring off the car


200

10


+2

Bribing Tailor and Bencini

100

-25


+2

Getting rid of Tailor and Bencini
400

10


+1

Escorting the Bishop


50

Getting exploited by the Bishop
50

-20


-1

Successfully helping the Bishop
200

-5




Getting spotted helping the Bishop
100

-50


+2

Loaning the Bishop money

200




+1

Stealing the Bishop’s car

400

-50


+3

Keeping Anthony from losing Respect

5


-1

Letting Anthony sing


100




+1

Saving the girl from Dr. Pete

200

10


-1

Failure to tip the girl




-10

Hitting the girl





-20

Teaching the doc a lesson

400

20


+2

Catching Eddie cheating

200

5


-1
Keeping Eddie’s cheating quiet
100

5

Warning Johnny


300

10


+1

Saving the money


250

5


+1

Getting arrested


100

5


+4

*Made Guys are wary of “degenerate gamblers”.  They prefer to play cards amongst themselves.  They won’t stop the PC’s, but they’d rather have the high-rollers.
